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BANE OVERVIEW 


HELLCAT ACE is game which chal lenges your nerve, flying 
to air combat tactics. You fly ° World War 


skill, and knowledge of ai 
‘IT plane against a 


q = our : f 
controlled airplane(s} in one of Joutten different scenarios. Your goal 0 
complete five missions and become an ACE ° oe ee 
REQUIRED ACCESSORIES = 
Nt Br : » 
~ 40K RAM/ATARI 810 Disk Drive = 
or 32K RAM/ATARI 410 Program Recorder 
—ATART BASIC La aN artridge ae 
Two ATARI Joystick Controllers e 


S THE GAME fs tee = 
on your disk drive and insert the game diskette. Place the ATARI BASIC 


Type CLOAD 
é te "READY". Now 
type RUN and mae es Additional data will be read from tape and the game will 


GAME OPTIONS aes 
The first screen allows ed indicate the number of glares and to select the 
desired game scenario. [his screen displays the gage title followed by a list of 
the scenarios available. See the "SCENARIOS" section for a shah of each 
scenario. Scenaric 1 is recommended for beginners. Press the SELECT 3 until the 
desired number of es ee at the bottom of the screen. Up to four players 
may pray, Then type the nurber corresponding to the scenario with which you wish ta 
start, it is not necessary to press RETURN. : a ea 
~The next screen summarizes your mission in this scenario, indicates the scores 
and victories accumulated so far (if mr , and allows you to select the difficulty 
level and nuaber of paar aircraft (1 or 2). Difficulty level 0 is the easiest, 


Level 3 is the most difficult. Use the OPTION key to make the difficulty selection 
and the SELECT key to select the number of planes. To skip this scenario, press 
OPTION and SELECT tecether. In multi-player games the player whose turn is next is 
indicated on the "YOUR MISSION" line. ae 

Press START when you are ready to begin. In about five seconds the game will 
commence. There will be a brief delay at the beginning of the first game round as 
the disk is verified. After this is completed you may remove the game disk. Jo 
PAUSE the gage press the space bar once. When you are ready to resume, press the 
space bar again. : ; 


THE GAME DISPLAY 


Your instrusent panel at the bottom of the screen provides you with the following 
information: 


MIRROR If your opponent is behind you he will generally appear in your rear-view 
sirror. This indicates where and how far away he is. The sirror is of little use 
in the night scenarios. 


SPEED: Your current speed in knots per hour. If 1 yu speed = below 120 knots 
you will stall and controlling the plane will be difficult. 


ALTITUDE: Your current altitude in feet. Allowing your altitude to fall below zero 
will result in the imsediate termination of your mission. 


COURSE: The direction in which your plane is ae expressed in degrees. Tero : 
degrees is due North. = 


ANNO: The nuaber of bursts of amaunition regaining in your guns. 


POWER: — Your current throttle setting 40 to 20). Twenty is maxigua power. 


The upper portion of the screen shows the view out of your windscreen. The o 
in the center of the screen is beady gunsight. The sky and sea are Tight | and dark 
blue respectively. The orientation of the horizon in icates 4 current attitude. 
the horizon is below ttn sight you are climbing. If the -horizon is above your 3 
ear you are diving. the horizon is tilted to the right you are banked to the pee 
If the horizon is tilted to the left you are banked to the i Your sae 
armed s planets) will be visible if he is in a= of you. ; — 


ee : eee 


In order to skillfully iy your une you st learn sth, oe 
you become sore proficien' sb will find inns a laps, ro Is, a 
maneuvres. : 


inks Bank is” — by 
or the other. The steeper your plane is 
‘The gost rapid turn occurs when the 
ther pu / you into: an Aaverted eps 


To cause he r plane to turn you aust bank (til 
ferret’ he first joystick to one si 

nked, the more rapid the turn wil) 
horizon appears to be vertical. Bank 
attitude and reduces the turn rate. 


To cause your plane. to climb, pull, ick: on t e 
plane up. Your speed will 1 -foop the decrease 
speed you can loop or half- ~~ the pla u 
again. 


This lls se “nose ar your 
lia If you have enough 
— ant fil the horizon appears 


To dive push the stick tes our air increase when diving. If your 
plane is steeply banked, it r ag to the elevator: climbing and 
diving are gore dificult. This site ‘ten results in a aa = or spin. 


ation 
During a spin your plane will gyrate uncontrollably. 


To fire your guns, press the trigger a joystick one. You will see aie an 


hy ying a 
in front af 
Jose nd closing, take 
Qe. ossibilit ies. 


en = you see 


ft 

ese Floatplane 
5 ari a proaching attack 
wave. if you dor 1 be overwhel aed 
when it arrives. — 


WAKE ISL eee 
You are ies a Wildl a hore a a “invasion force is 
approaching t “You noti ; wae droping down for a strafing run 


beac! 
against: ae Marine defenders. ae 
CORAL SEA May 8, 142 


The first carrier battle of the war. You are flying a WildCat fighter on combat air 
patrol over the fleet. You drop down to intercept a bomber beginning a low altitude 
tor yee run on the carrier YORKIQUN, If he sinks the carrier you will have nowhere 
to land. 


MIDWAY dune 4, 1942 

The decisive sea battie of the war. US dive bombers sank four Japanese carriers. 
You are leading a squadron of SBD Dauntless bombers North toe the Japanese fleet. 
Fly North and maintain your altitude while avoiding the Japanese defenders. 


GUADALCANAL September 3, 1942 

A Japanese Army fighter makes a wee early gorning strafing run on the Marine 
airstrip. Two planes are blazing, but your fighter is intact. You run to your 
WildCat and roar off the runway as he banks for another pass over Henderson Field. 


SANTA CRUZ Gctober 26, 1942 

The carrier LEXINGTON is under heavy attack from Japanese dive and torpedo bombers. 
Two hits have been scored already and the “Lady Lex" has slowed and is listing. 
Above you at 12,000 feet a VAL dive bomber is preparing to push over into dive. You 
must act quickly, this hit could be decisive. 


GET YAMAMOTO npril 18, 1943 

faerican Intelligence has broken the Japanese code and learned that Admiral Yamamoto 
has scheduled an inspection visit to the island of Ballale, just within range of the 
P-38 Lightning with drop tanks. You have flown over six hundred miles. Ahead you 
spot the Admiral’s plane. You aust complete your mission quickly before his Zero 
escort drops down to intercept. 


MARIANAS dune 19, 1944 

The last major carrier battle of the war. The Japanese launch massive air strikes 
against the American jask Force supporting the invasicn of Saipan in the Marianas. 
You are flying a new FOF HellCat fighter, recently introduced as a replacement for 
the WildCat. As your second flight drops down to deal with a dive bomber squadron 
you engage the Zero escort. 


LEYTE GULF October 24, 1944 

The Japanese launch a desperate naval attack on the American fleet covering the 
Phillipines invasion. While the American carriers are drawn off to the North, the 
Japanese battleships ae through the Surigao Strait to attack the vulnerable 
transports. A group af planes is _ pulled together and sent to slow the 
battleships. You are flying an old Devestator torpedo bomber. Your orders are to 
fly west (Course 270) to the Japanese fleet. Watch cut for the Zeroes. 


IHG JIMA February 24, 1945 

The invasion of Iwo Jisa threatens the Japanese mainland, putting the major Japanese 
cities within range of Super Fortess bombers. They respond by sending the best of 
their remaining pilots to oppose the invasion. You are cruising at 10,000 feet when 
you are attacked by a Japanese ace in a new Zero fighter. 


KAMIKAZE March 3, 1945 

The invasion of Iwo dima also causes the Japanese to resort to kamikaze attacks: 
filling pies with bosbs and Sy ear and diving inte the American carriers. 
This tactic causes severe dasage to the American Fleet. You are flying Combat Air 
Patrol when you are vectored to intercept a rapidly approaching kamikaze. 


OKINAWA April 2, 1945 


Pe tte 


the hietite e ii, 


As the Americans invade the ‘island of Okinawa, the ious intensify their night 
attacks on the fleet. You are flying a HellCat modified for night combat. Ahead 


you spot a Japanese night fighter. 


nission of the war, you aust shoot down this dangerous weapon before it disables” 
your carrie. =) aE ee les 


RESULTS 


The object of the game is to accumulate five (5) victories and becoae and official 
"ACE", At the end of the game you will receive a ranking based on victories, tine, 
dagage and ammunition used. Rankings are Rookie, Wingaan, Pilot, Ace and W.G.F. 


(World's Greatest Fignter Pilot!). 


There can be three results from a scenario: A VICTORY counts towards your total and — 
allows = continue to the next scenario, NO RESULT allows you to continue but 
3 ontribute tc your victory total, a LOSS ends the game. There are a number 

which a scenario may end: — : ae ee 


aa 


oot down your opponents). 
s counts as a vieTORY, ae 


2. The time limit expires or you fly cut of range of your opponent. = 
In the MIDWAY and LEYTE GULF scenarios this counts as a victory. In the PEARL 

HARBOR, CORAL SEA, SANTA CRUZ, KAMIKAZE, and BAKA scenarios failing to. complete your 
mission means your base is oie - you are captured after a forced landing. 
This counts as a LOSS. In all other scenarios this counts as NO RESULT. 


‘ 3. You bail out of your plane successfully, 2 
Be Press the trigger on joystick two to attempt te bail out. You have a better chance 
sS if your speed is low. The results are the sa 2 as 2, above except that you can not 
Re win the MIDWAY and LEYTE GULF scenarios. Snes oe eae 

4, You bail out and are captured. aa se ee 

This always counts as a LOSS. Be es ae 


5. You ditch your plane in the water. eS oe Bee 2k 
You ay ditch your plane by slowly and gently taking it te zero altitude. You will 
be picked up by a friendly submarine. Results are the same as 3. 


6 You crash.. 
This always counts as a LOSS. 


ADVANCED COMBAT AEROBATICS 


a. : Loop - Build up speed. Pull back on the stick. You will climb and roll onte your 
a back. Keep the stick back as you begin to dive until the horizon ~~ again. 


You will be flying level in the same direction in which you started. Used to get 


behind a plane close on your tail. 


Split S - from level flight roll until you are flying inverted. Pull back on the 


stick until the horizon dissapears and appears again. Used to reverse direction 
quickly and lose altitude. 


Iamelwann Turn - Build up speed, then pull back on the stick until we have 
completed a half loop and are flying inverted. Now roll until you are level again. 
Used to reverse direction quickly while gaining altitude. E 


We hope you will enjoy this MicroProse game. Feel free to send us your comments on 
this gase or suggestions for other games you would like to see. MicroProse is 


dedicated to providing you the sost entertaining and challenging computer 
simulations available. 


LOOP 


SPLIT "s" SEMANA 


eg 


. Experience the | 
| -MicroProse Challenge ?¢° 


| z se ie 2 

Pilot you nimble assault helicopter through the complex 

underground labyrinths. Destroy the enemy aircraft and defenses 

_ while you fight your way fo rescue the captives trapped inside . .. 
Solo or team excitement for 1-8 players . . . ATARI, 32K Disk or 
Cassette .. . $29.95. 


| MicroProse Software is dedicated to bringing you games that challenge you far beyond the first } 
few plays. We promise you hours of excitement and pleasure. Our games are created using | 
| "MicroProse”, our own proprietary assembly language gaming system, and are available at 
| select computer stores. 2 “a aoe 


$ 


If you can not find our games at your computer store, YOU can order by MasterCard or Visa, money order, COD or 
check. Add $2.50 for postage and handling. MD residents add 5% sales tax. Call or write: : 


5 = MicroProse Software 1 Caribou Court, Parkton, MD 24120, (301) 357-4739 


DEALER INQUIRIES WELCOME! Z ATARI is the registered trademark of ATARI, Inc. 
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